
SMARTER 

> Stanley Cup’ Proven Intelli¬ 
gence from Colorado Avalanche 
Coach Marc Crawford 

> On-the-Fly Coaching Strategies 

> NEW Powerplays, Forechecking, 
Backchecking and Perfect 
Player Positioning 

FASTER 

> Blazing NEW Engine with 
Motion Blending™ Technology 

> One-Timers, Glass Breaking 
Checks 

> User Controlled Shot 
Deflections 


NHL* HOCKEY 

> All the NHL Teams, Logos 
and Over 700 Players 

> Tournament Format—Create 
Your Own or Play with 45 Teams 

> Play-by-Play and Color 
Commentary from Real 
NHL Announcers 


Lfe, 

PlayStation 



Software £ 1997 Electronic Arts. 1450 Fashion island Blvd. San Mateo. CA 94404-2064 All rights reserved. EA SPORTS the EA SPORTS logo. Motion 
Blending and “If it's in the game, it's in the game' are trademarks m ^ u^unmr. Arts in the U S. and or 

reserved National Hockey League NHL th» **at 

are used under license by Electron-' ' 
depicted herein are the prop* 

L.P £ 1997 NHL NHLPA v ; - • • | : 

license by Electronic Arts £ S. 

Licensed by Sony Computer Entertam.... _ „,c HlayStation logos are 

trademarks of Sony Computer Entertainment nc fnc —_ __ ,nc interact!.* Digital Software Association. If it's in the game, 

Manufactured and printed in the U S A. THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U C it's in the game™ 
DESIGNATION U.S. AND FOREIGN PATENTS PENDING. 784005 


; U ! 11 


























WARNING: READ BEFORE USING YOUR PLAYSTATION™ GAME CONSOLE 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or 
backgrounds on a television screen or while playing video games, including games 
played on the PlayStation game console, may induce an epileptic seizure in these 
individuals. Certain conditions may induce previously undetected epileptic symptoms 
even in persons who have no history of prior seizures or epilepsy. If you, or anyone 
in your family, has an epileptic condition, consult your physician prior to playing. If you 
experience any of the following symptoms while playing a video game—dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, any invol¬ 
untary movement, or convulsions—IMMEDIATELY discontinue use and consult your 
physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 

HANDLING YOUR PLAYSTATION DISC: 

♦ This compact disc is intended for use only with the PlayStation game console. 

♦ Do not bend it, crush it, or submerge it in liquids. 

♦ Do not leave it in direct sunlight or near a radiator or other source of heat. 

♦ Be sure to take an occasional rest break during extended play. 

♦ Keep this compact disc clean. Always hold the disc by the edges and keep it 
in its protective case when not in use. Clean the disc with a lint-free, soft, dry 
cloth, wiping in straight lines from center to outer edge. Never use solvents or 
abrasive cleaners. 

This product has been rated by the Entertainment Software Rating Board. 

For information about the ESRB rating, or to comment about the appropriateness 
of the rating, please contact the ESRB at 1-800-771-3772. 
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Reset Button 
Power Button 
Power Indicator 



Disc Cover 


Open Button 

Memory Card Slot 2 
Memory Card Slot 1 


1. Set up your PlayStation™ game console according to the instructions in its 

Instruction Manual. Make sure the power is OFF before inserting or 
removing a compact disc. 

A 

2. Insert the NBA Live 98 disc and close the Disc Cover. 

3. Insert game controllers and turn on the PlayStation™ game console. 

Note: When using the Multi Tap, at least one controller must be con¬ 
nected to Controller port 1 -A. 

4. To skip through the introductory screens and video, press START at each 
screen. The Game Setup screen appears (» p. 5). 


For more info about this and other titles, check out 
EA SPORTS™ on the web at 


www.easports.com 
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L2 button 
LI button 



R2 button 
R1 button 


Directional Button 
(D-Button) 



■ button 

A button 

• button 
K button 


MENU CONTROLS 

□ You can get Help on the controls for every menu screen by pressing A. In 
some cases there are multiple help files, denoted by a number as in ‘HelpV. 


Action 

Control 

Highlight menu item 

D-Button I 

Change highlighted item 

D-Button «■ ► 

Cycle secondary menu items 

L1/R1 or L2/R2 

Activate highlighted option/go to screen 

* 

Activate Help screen to view menu controls 

A 

Activate Navigation menu overlay 

• 

Return to previous screen (Cancel changes) 

SELECT 

Advance to next screen (Accept changes) 

START 


Control Summary C 3 
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Default Gameplay Controls 
Pause game 


START 


Move player 


D-Button 


DirectPass or DirectSwitch mode (pass/switch to any player) LI 


DirectShoot mode (control dunk or layup) 


L2 


Turbo mode (player runs faster) 


R1 


Drive mode (player drives through defenders) 


R2 


► Offense—With the Ball 

■ Crossover dribble (hold to fake) 


A Back Down (hold)/Spin move (tap) 


X Pass (D-Button to choose receiver) # Shoot (press to jump; release to shoot) 

♦ To DirectPass to a specific player, press LI + ■, A, X, or •. (L2 + X for an 


alley-oop DirectPass to a player in position near the hoop.) 
To DirectShoot (dunk or layup near basket), press L2 + ■, 


A. or 


^ Offense—Without the Ball (Player Lock Enabled) 

Make computer ballhandler shoot A Call for pass from computer ballhandler 

(Jump to rebound or tip-in after shot) 


X Call for pass from 

computer ballhandler 


• Hand-check (R1 + • for hard hand-check) 


♦ To DirectSwitch to a specific player, press LI + ■, A, X, or •. 

♦ To call for a pick, press SELECT. 

► Defense 

M Steal A Jump to rebound or block shot 

X Switch players 


(D-Button to choose player) 


• Hand-check (Rl +• for hard hand-check) 





♦ To DirectSwitch to a specific defender, press LI + ■, A, X, 

♦ To switch to the defender closest to the basket, press L2. 
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or 


♦ To face up the player you’re guarding, hold R2. 

♦ To call for a double-team, press SELECT. 

^ On-the-fly Playcalling 

♦ If you’ve assigned sets/play from the Strategy screens (> p. 18), press 
SELECT + the appropriate button (■, A, X, •, LI, Rl, L2, or R2) to call the 
assigned offensive or defensive set/play. 



Use the Game Setup screen to choose the game mode, style, and 
difficulty you want. 


D-Button < ► to change 
highlighted item. 

D-Button t to highlight 
menu items. 

Press ▲ to get Help on 
how the buttons work 

Press • to access 
Navigation menu 




♦ Press START to continue— 
in Exhibition mode, the Team 
Select screen appears (>• p.10) 
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Note: Default options are listed in bold type in this manual. ^ 


+ Game Mode 

EXHIBITION: Play a single game with any NBA, All-Star, or Custom teams. 

SEASON: Start a new Season. > Season Play on p. 25. 

PLAYOFFS: Start a new Playoff tournament. The NBA Playoffs on p. 27. 

3 POINT SHOOTOUT: Take up to eight shooters and try to drain three-pointers just like 
in the All-Star game. >■ 3 Point Shootout on p. 29. 

t Quarter Length: Set the length of a quarter from 2-12 MINUTES. 

Style Setting 

ARCADE: Up-tempo basketball where the players never tire or foul out. 

SIMULATION: Absolute realism. Players tire, get injured, and foul out; and you must 
substitute accordingly. 

CUSTOM: Use current Rules screen settings (>■ p. 7). 

y Skill Level 

ROOKIE ★: The easiest skill level. 

STARTER ★★: Average difficulty. The computer plays tougher D. 

ALL-STAR ★★★: Showtime! The computer offense and defense are cranked up. 

4 SUPERSTAR ★★★★: Don’t even try it unless you’re ready. 


NBA LIVE CONFIGURATION SCREENS 


When you press • from the Game Setup screen, a Navigation menu displaying 

the NBA Live configuration screens appears. 

♦ To select a screen, D-Button < ►, then press K. 



OPTION SCREEN > 


Set sound, display, and competition options. 

^Player Momentum: When ON, players maintain momentum. When OFF, they stop on a dime. 
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Speech: Set game speech to PLAY BY PLAY announcer, OFF, 
or ARENA ANNOUNCER. 

Speech Volume: D-Button < > to set announcer volume. 

The bar fills as volume increases. 

Music Volume: Set the volume of the music that plays during 
menu screens. 

SF/X Volume: Set the volume of game sound effects. 

Crowd Volume: Set the volume of crowd sound effects. 

Sound: Select STEREO or MONO audio. 

Automatic Replay: Set the frequency that highlight replays are 
shown after made baskets. 



To quickly switch 
between screens, press • 
from any screen to bring 
up the Navigation 
menu overlay. 


Slow Motion Dunks: Toggle automatic slow motion for spectacular slams ON/OFF. 

Player Indicator: Cycle the text that appears below human-controlled players—NAME, 
NONE, POSITION (PG, SG, etc.), player JERSEY #, or POSITION #. 

Display Indicator: Select player indicators for the ACTIVE PLAYER, ALL PLAYERS, or 
all players on the ACTIVE TEAM. 

Keep Scores Close: Toggle ON/OFF. If ON, the abilities of the team that’s behind are 
increased. 


Score Overlay: Toggle continuous score display during gameplay ON/OFF. 


C RULES SCREEN 


Use this screen to set custom rules and simulation options. 

Current Style: Select ARCADE, SIMULATION, or CUSTOM rule sets. If you make any 
changes below, the style automatically becomes CUSTOM. To jump between this 
option and the options below, press Jt. 

Defensive Fouls: This slider (OFF by default) sets the likelihood that defensive fouls are 
called. D-Button < > to set the sensitivity. The bar fills with color as more fouls are called. 

Offensive Fouls: Sets the likelihood that offensive fouls are called (OFF by default). 
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Foul Out: Set player foul outs from 2-8 or turn OFF. In NBA play, players are ejected after 
their sixth foul. 

Out Of Bounds: Toggle out of bounds calls ON/OFF. 

Backcourt: Toggle “over and back” backcourt calls ON/OFF. 

Traveling: Toggle traveling calls ON/OFF. 

Goaltending: When ON, a defensive player may not interfere with a shot after it starts 
downward and has not yet touched the rim. 

Illegal Defense: When illegal defense calls are ON in NBA Live , you can’t guard an area 
of the court; you must guard your man. You can’t double-team away from the ball. 

3 In The Key: When ON, it’s a violation when offensive players stay in the key for longer 
than three seconds. The 3-second clock resets when the ball hits the rim. 

5 Second Inbounding: When ON, you must inbound the ball within 5 seconds. 

10 Second Half Court When ON, you have 10 seconds to advance the ball over the half 
court line after inbounding in the backcourt. 

Shot Clock: When ON, you have 24 seconds per offensive possession to get off a shot. 
Every time a shot hits the rim or a change of possession occurs, the clock is reset. 

Fatigue: When ON, players tire, and you must substitute accordingly. 

Injuries: When Injuries are ON, every time a player gets knocked down there is a small 
chance he will be injured. 


MEMORY CARD SCREEN 


Load or save settings and game files from the memory card in slot 1 
(1 -A if you're using a Multi Tap) of your PlayStation game console. 

Load Game: Load previously saved Season or Playoff series files from the memory card. 
Load Settings: Load users, rules, and options settings. 

Load Rosters: Load previously saved Exhibition rosters. 

Save Settings: Save current users, rules, and options settings to the memory card. 
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Save Rosters: Save current Exhibition rosters. 

♦ To save/load a file, highlight a slot and press 1C. 


r 


Note: You can delete memory card files using 

the PlayStation game console’s built-in Memory Card utility. 

For instructions on deleting and copying files, see your Instruction Manual. 

Never insert or remove a memory card when loading or saving files. 




LIVE 98 MUSIC 


Choose how often you want each NBA Live track to be played or adjust the 
music voume. 

♦ To adjust the frequency a song plays, highlight it and D-Button <>. 


TOP 10 RECORDS 


(Available only when there are one or more saved user names.) View records 
for saved user names. 


CREDITS^? 


See who made this game. 

—dROSTERS^> 


Go to the Rosters screen to view/change rosters, make trades, create 
players, and more. >■ Rosters Screen on p. 22. 
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TEAM SELECT SCREEN 


The Exhibition Team Select screen appears before every Exhibition game. The away 

team is shown on the left side of the screen, and the home team is shown on the 
right. Team rankings appear below NBA team lo gos. 

♦ To toggle the highlight between the home and away teams, press JC. 

♦ To change the highlighted team, D-Button to cycle through the NBA, 
All-Star, and Custom teams (press ■ to get Team Info; L2/R2 for a random 
away/home team). 

♦ To cycle the teams sorted by rating, highlight a rating and D-Button t . 

♦ Press START to continue. The User Setup screen appears. 


USER SETUP SCREEN 


A symbol for every controller plugged into the system appears on this screen. 

Up to eight players may play if two Multi Tap adapters are attached. _ 

1* To select the team you control, D-Button < > . Position the controller symbol 
under either team or in the middle to select computer control. 

♦ To cycle user skill level (shown as the number of stars), press L1/R1. 

♦ To cycle through user names, D-Button t Press START to select the 
highlighted name. 

2. When all players have selected their teams and user names, press START 
to go to the pregame introduction. 

To enter a new user name: 

1. Highlight START NEW and press 1C. 

2. D-Button I to select a letter, then press K to add another letter. 
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♦ To delete a letter, press ■. 

3. To accept the name, press START. 

To delete an existing name: 

4 ♦ Highlight a user name and press ■, then confirm deletion. 


PREGAME INTRODUCTION 


Before the game, the Pregame Introduction displays the teams and home court, 
followed by the Starting Matchups screen. From here, you can change your 
starting lineup and control options: _ 

♦ To sub a different player in for the highlighted player, D-Button < ►. 

♦ To exclusively control the highlighted player (Player Lock), press JC. 


-C jHE TIP-OFF > 

Every game starts with a tip-off between the centers. 
1 ♦ To jump for the tip-off, press A as the ball drops. 


. 





THE GAME 


A colored circle appears under the player you control. 
When you have the ball, the circle is filled; when you 
don’t have the ball, the circle is an outline. 

Each controller has a different color circle. 


r 


Note: The default controls are described in this 
manual. If you choose a custom controller setup, 
your control buttons will vary. 


] 


When your pLiyer's 
circle pulses, he's on a 
hot streak that 
temporarily boosts his 
attributes. When his 
circle darkens, he’s tired. 
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OFFENSE 


♦ 

♦ 

♦ 


MOVING WITH AND WITHOUT THE BALL 


To move, D-Button in the direction you want to move. 
When you release the D-Button, you stop moving, but 
maintain your dribble if you have the ball. 

To spin dribble, tap A. To back down your defender, 
hold A, and you keep your back to the basket. 

To crossover dribble (dribble from one hand to the 
other), tap ■. (Hold ■ to fake crossover between your 
legs and behind your back.) 

To call for a pick when you have the ball, press SELECT 
To Turbo sprint, hold R1 while moving. 

To drive to the hoop, hold R2 while moving. 


Once you leave your feet 
to shoot you must 
release the ball before 
you land, or the ref calls 
traveling (if 
TRAVELING is ON). 


PASSING 


♦ To pass to the default receiver in the direction you’re facing, press X. 

♦ To DirectPass to a specific player, hold LI. Control symbols (■, A, X, or •) 
appear over the other four players on your team. Press LI + the appropriate 
button to DirectPass to the designated player. 

♦ To retain control of the passer (perfect for give and go plays), hold X. 

When you release X, the ball is passed back to you. 

♦ To throw an automatic alley-oop pass, throw the ball to a player with a clear 
path to the basket. If he is in a position to jump for an alley-oop, an alley-oop 
play is automatically executed. 

♦ To throw a manual alley-oop pass to an open player near the hoop, 

^ press L2 + X. 


12 ^ NBA Live 98 



Additional Player Lock Mode Controls 

♦ To call for a pass from a computer-controlled player, press A or X. 



♦ To shoot, press and hold •. Release the ball at the 
top of your jump by releasing the button. 

♦ To shoot a leaner, D-Button toward the basket as you 
press •. 

♦ To shoot a fadeaway, D-Button away from the basket 
as you press •. 

♦ To DirectShoot down low when you have a clear path 
to the hoop, press L2 + ■, A, or •. Each button 
executes a different move (if available). 

♦ To make a computer-controlled player shoot, press ■. 

♦ To pick up your dribble and fake a shot, tap •. 



REBOUNDING AND TIP-INS 



You can crash the boards after a shot. If your player has 
good position, he tries to tip the ball in the basket when 
he jumps. 

♦ To jump to grab a rebound or tip the ball in, press A. 



If you press X before 
you release •„ you can 
make a midair pass. 



To ball fake after 
you've picked up your 
dribble, press M. 
(To phot, press A..) 
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-<C gWITCHING DEFENDERS^ 

♦ To switch control to the defender closest to the ball (between the ball and 
basket), press K without pressing the D-Button. 

♦ To control the defender closest to the ball in a specific direction, D-Button 
in the direction of the defender and press It. 

♦ To DirectSwitch to any defender (no matter where he is on the floor), 
press LI + ■, ▲, K, or •. 

♦ To switch to the defender closest to the basket, press L2. 



PLAYING DEFENSE 



♦ To attempt to steal the ball from an opponent, press ■. 

♦ To jump to reject a shot or work the glass, press ▲. 

♦ To hand-check, press •. To hand-check aggressively, 
press R1 + •. (The ref may call you for a foul, though.) 

♦ To call for a double-team, press SELECT. 


To face up your matt , 
hold R2. Your player 
maintains a defensive 
stance with his back to 
the basket. 


INFRACTIONS 


Players get to take free throws as follows: 

D Fouled players get 2 free throws if the defense has committed 5 or 
more team fouls in a quarter. Offensive fouls don’t count as team fouls. 

□ When a player is fouled in the act of shooting, he goes to the line. The 
basket counts if it is good, and the player gets one free throw. If the 
shot misses, the player gets two free throws (three if he was fouled 
—► beyond the three-point line). 
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□ Flagrant fouls yield two free throws plus possession of the ball. 
When a player fouls out or is injured, the computer automatically 
subs in a new player. 


FREE THROWS 


Use the T-Meter™ to aim your shots from the line. The T-Meter appears when 
your player goes to the charity stripe. 


Set distance 

Left/right aim 

Press • or It to stop the ball 
in the center of the meter 



□ The speed the basketball cursor 
travels on the bars of the T-Meter is 
controlled by the player’s Free Throw 
rating and the game difficulty mode. 


PLAYCALLING 


The computer automatically calls offensive and defensive sets 
and plays, but if you want more control, you can choose and 
call your own sets and plays. 


□ You must choose sets, plays, and Quick Plays from the 
Strategy screens (>• p. 18) before you can call them in 
the game. 



To activate a Playcalling 
Guide that shows how 
plays are mapped to the 
buttons , hold SELECT 
for a couple seconds. 


♦ To call the assigned set, play, or Quick Play, press 

SELECT + the assigned button (■, ▲, It, •, LI, R1, L2, or R2). 




Note: Follow the diagram steps illustrated in the Strategy screens to execute the 
play or Quick Play. Computer-controlled players move as outlined on the diagram, 
but you must control the actions of the ballhandler. 
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The Pause menu appears whenever you press START to pause the 

game. When options are dimmed, you cannot select them. 


♦ To go to the Replay screen, select INSTANT REPLAY from the Pause menu. 
An overlay displaying the controller functions appears. 



L1/R1 

Cycle 

cameras 


Game clock 


L2/R2 

Zoom 

out/in 


▲—Play reverse 

• + D-Button—Move 
center of Replay screen 
to lock onto a player 


SELECT—Toggle 
between normal/ 
reverse angle 


>top/Cycle 
control overlay 
location 


X—Play forward 


♦ To fast forward/rewind, D-Button I. 

♦ To advance/rewind one frame at a time D-Button < >. (Hold for slow motion.) 

♦ To cycle through the camera views, press L1/R1. (When you select the 
Highlight camera, press L2/R2 to cycle through Highlight angles.) 
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-<I lTIME OUTS^ > 

You can pause the game at any time, but you must have possession of the ball 
to call a time out. The number of time outs remaining is listed after TIME OUT 
in the Pause menu. Each team gets 7 time outs per game. 

To call a time out: 

♦ Select TIME OUT from the Pause menu. The SUBSTITUTION option becomes 
available if it was not already. 


-< SpBSTITUTION ^> 

You can make player substitutions when the play clock is stopped between 
periods, by a time out, or by a violation such as a foul or out of bounds. When 
the clock is not stopped, the SUBSTITUTION option is not available. 

To make a substitution: 


1. When the clock is stopped, select SUBSTITUTION 
from the Pause menu. The Substitution screen 
appears. The 5 players currently in the game are 
listed on the screen. 

2. To substitute for the highlighted player, press K. 

A screen listing the available bench players appears. 

3. Highlight a player, and press K to insert that player 
into the lineup. 

♦ To accept any changes and exit, press 

START (SELECT to cancel). 



To make quick lineup 
changes, press Ll/Rl to 
sub in your best free 
throw shooters, 3-point 
shooters, rehounders, or 
ballhandlers. 
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— STATISTICS SCREEN 

View stats for the current game or, if available, the current series. 

Team Stats: Go to Team Stats screen to view both teams' statistics for the current game. 
Player Stats: Go to Player Stats screen to view statistics for NBA players. 

User Stats: Go to User Stats screen to view stats (sorted by username) for all 
human players. 

Shot Display: Go to Shot Display screen to view a graphical display of made and 
missed shots. 


Note: User Stats accumulate only for user-controlled players. 
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— TEAM STRATEGY SCREEN 

Set the default offensive and defensive sets and other strategy options. 

Offense: Set to AUTOSWITCH to have the computer call sets and plays, or D-Button ^ 
to select a specific set (L1/R1 for a specific play). 

Defense: Set to AUTOSWITCH to have the computer call defensive sets, or select a 
specific set manually. 

Play Notify: When ON, an overlay on the game screen lists the play being called. 

Auto Subs: When ON, the computer automatically subs for players who are tired or in 
foul trouble and manages your time outs. 

Sub Notify: Toggle notification of automatic player substitutions ON/OFF. 

Offensive Strategy: Go to the Offensive Strategy screen to set offensive rebounding 
and playcalling options. You can view animated play diagrams for all sets, plays, 
and Quick Plays and choose the controller button assigned to the set/play. 

Use the diagrams to get a sense for when and how to run each play. 

A circle indicates the ball. 
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♦ To set rebounding options, adjust the CRASH BOARDS option. Let the 
computer AUTOSWITCH rebounding options, or set to ON to go after 
offensive rebounds aggressively or OFF to get back on defense. 

♦ To assign the current set/play to a button, press ■, A, 1C, •, LI, R1, L2, 
or R2. An icon for the selected button appears next to the set/play. 

♦ To call the play during gameplay, press SELECT + the appropriate button. 

□ You can also assign a TIMEOUT to a controller button. 

► Defensive Strategy: Set defensive options and view and choose defensive sets in the 
same manner as offensive sets/plays. 

□ The PRESSURE setting controls defensive intensity. Select computer-con¬ 
trolled AUTOSWITCH pressure, or set manually to LOW, MEDIUM, or 
HIGH defensive pressure. Higher pressure may lead to more steals, but 
also more fouls. 

^ Defensive Matchups: Go to the Defensive Matchups screen to control how your 
defenders match up against the offense: 

1 . To change the matchup for the highlighted player, press 1C. 

2. Highlight the player you want to guard, and press 1C again. The player who 
was guarding the man you selected now guards your original man. 

♦ To cycle double-teaming options for the offensive player assigned to the high¬ 
lighted defender, press ■. The default is A (Autoswitch), but you can select Y 
(yes, try to double-team this offensive player when he has the ball) or N (no, 
don't double-team this player). 

♦ To cycle defensive pressure options for the highlighted defender, press #. 
Default (D) pressure is the norm; you can also select low (L), medium (M), 
or high (H) pressure. 
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Director’s Preset’ Cycle through 8 configurations. To create a custom configuration, 
M onf of thl preset numbers, make your selections below, then press START 

to exit from the screen. 

Camera Type: Cycle through the available camera angles. 

Zoom: Set the current camera’s zoom factor. 

Reverse Angle: Select OFF for the normal camera view or ON for the camera s 

reverse angle. . . 

Close ups in the Key: When ON, the camera zooms in on action in the key. 

Freethrow Camera: Select the camera angle you want to use when shooting free 

throws. 

Reset: R eset options for the current preset to the defaults. 

PLAY OPTIONS SCREeFT “ 

Jump to the various options screens. 

► Set Rules: Go to the Rules screen (> p. 7) to change rules and style options. 

► Set Options: Go to the Options screen (> p. 6). 

► User Setup: Change controller options—perfect if a player leaves or joins a game in 

L Plaver Lock: Set Player Lock options for each controller. UNLOCKED means that you 
can control any player; selecting an individual position means that you always 
control that player. This is very cool if you want to avoid confusion in multiplayer 
games or just want to always ‘be’ your favorite player. 

♦ To set the Player Lock options for your controller, D-Button t 
Configure Controller: Go to the Configure Controller screen to select offensive and 

defensive button assignments and control method. 

♦ To change the button assignment for an action, highlight the action and press 
_^ the button you want to control the action. 
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Note: 


*, and • controls and LI, R1, L2, and R2 controls can't be interchanged. 


♦ To set PLAYER MOVEMENT control, select SCREEN RELATIVE (controller 
directions are relative to the game screen in angled camera modes) or 
ABSOLUTE (controller directions are always relative to the court). 

♦ To select player SHOT CONTROL, toggle between MANUAL and AUTO. 

In MANUAL mode, the chance the shot will go in is determined by the 
distance, angle, and button release point of the shot. In AUTO mode, the 
shot’s probability is determined by the NBA player’s statistics and attributes. 

Exit the current game. Select GRUDGE MATCH (Exhibition games only) to 
start a new game with the current teams, QUIT GAME to confirm exiting, or 
CANCEL to return to the Play Options screen. 


Playing the Game 























The ROSTERS option from the Game Setup screen allows you to trade, sign, 
release, edit, and create players. 

♦ To activate the various roster screens, press • to bring up the Navigation 
menu overlay, then select the screen you want to go to. 

Note: Team rosters are determined by actual NBA rosters as of October 1, 1997. 

Some players are not included in the game for legal or contractual reasons. 


-cC TTRADE PLAYERS scR? jjt^> 

You can trade players between your team and any other team. 

♦ To cycle through the NBA teams, D-Button <-+. The number of free roster slots 
the team has is listed next to the team name. 

♦ Highlight a player you want to trade and press X to switch sides. Highlight a 
second player from the opposite side of the screen and press X again. 
(SELECT to cancel). The players are traded. 

□ New for Live 98, you can make multiplayer trades in Season or Playoffs 

mode—up to 3 players for 3 players. Teams may reject unequal player trades if 

TRADE RESTRICTIONS is set to ON. 

—C T-RECORDER ROSTERS SCREEN^H T> 

The Re-order Rosters screen allows you to change the roster slots for the 
players on your team. The first 5 players on the roster are the starters. 

♦ To select a team, D-Button «-►. 

♦ To exchange the roster slot of two players, highlight a player and pressi X. 
Highlight a second player from the right side of the screen, and press X again. 

The players switch roster slots. 
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Note: Only 12 players are allowed to suit up for a game. If you want to use a 
player, he must occupy one of the first 12 roster slots. 


) 


- SIGN FREE AGENT/RELEASE PLAYERS SCREEN 

These two screens work in tandem to allow unlimited player movement 
between teams. Sign Free Agent allows you to add a player from the Free 
Agent List to any team’s roster; Release Player removes a player from a 
team’s roster and puts him on the Free Agent List. 


VIEW ROSTERS SCREEN 

View stats for players from NBA teams. 


NEW PLAYERS^ 

Create, edit, or delete Custom players. The New Players screen is divided 
into the four screens detailed below. 

♦ To activate the various New Players screens, press • to bring up the 
Navigation menu overlay, then select the screen you want to go to. 

'CREATE PLAYER SCREEN" 


► First/Last: Highlight FIRST or LAST and press X to begin editing the player’s name. 

♦ To select a letter, D-Button I, then press X to add another letter. 

♦ To accept the name, press START. 

► Team: Select the NBA team with a free roster slot the Created player is assigned to, 

or assign him to the FREE AGENT list. 

k* Bench Pos/Position: The player's roster position (e.g., STARTING PG) and his natural 
position. 

► Hand/Jersey/Height/Weight: Select player’s jersey number, strong hand, and size. 



Rosters Screen 































College: Player’s college. t 

Years pro: Select from 0 (Rookie) to 20 years of experience. This doesn t affect the 
player’s skill ratings (which are set below). 

Head/Hair Style/Facial Hair/Features: Determine the player’s appearance. 

The player portrait reflects your selections. 

Endurance: Player's stamina rating. 

Shooting Range: Set the maximum range in feet that the player is comfortable 
shooting from. 

Clutch: Player’s ability to perform in pressure situations, with 5 being the highest 

rating* .. 

• Player Ratings: There are four rating groups (scoring, defense, rebounds and control), 
each composed of four individual ratings, and an endurance rating. You can 
select ratings from 50 (not very skilled) to 99 (absolute superstar) to tailor the 

Created player to your liking. 

► Modify Player: This new option lets you modify an existing NBA player’s attributes 
(but not his name). If you modify an NBA player, the data is saved in one qf the 
Custom Player slots, but the player retains his original roster spot. 

t Edit Player Screen: Edit an existing Custom or Modified player. 

Delete Player: Delete an existing Created player or reset a modified NBA player back 
to his default attributes. This screen isn’t available until you Create/Modify a 

player. 



CUSTOM TEAMS SCREEN 





You can create up to four Custom teams filled with the NBA and/or Custom 

players of your choice. 

Slot: Select one of the four Custom team slots. 

City: Edit the name of your team’s city. 

Team: Edit your Custom team's name. 


24 ^ NBA Live 98 


Logo: Select one of the available team logos. 

♦ To add players to your roster, press ■. 



Note: The first time you select a Custom team, all the roster slots are empty. You 
must fill at least 8 roster slots before you can continue. 



RESET ROSTER^ 


* Reset rosters to the default NBA rosters. 




You can take a team through an entire season (including playoffs) in NBA Live 98. 
Detailed statistics are tracked for every player in the league, and you can save 
multiple Season files if you have enough room on your memory card(s). 

When you start your first Season, the Season Settings screen appears, 
followed by the Season Team Select screen. 


SEASON SETTINGS SCREEN 


Options on this screen get a short description at the bottom of the screen 
when the option is highlighted. Most are self-explanatory; those that aren’t are 
detailed below. 


► 



Season Type: Leave at NBA for default teams or select CUSTOM to choose the 29 
teams in your Season (including Custom teams) from the Custom League screen 
that appears in place of the Team Select screen. 

Schedule Type: Play a 97/98 NBA schedule or let the computer set a RANDOM 
schedule. 

Playoff Length: Set the number of games for each playoff round. Choose from 5-7-7-7 
(the NBA format; 5 games in the first round and 7 games thereafter), 1-1-1-1, 

1 -3-3-3, or 3-5-5-5. 


Rosters Screen 



























X 


Full Stat Tracking: When set to YES, 5 memory blocks are used for each Season file. 
If set to NO, only 2 blocks are used, but individual player stats aren t saved. 

Always Show This Screen: Set to YES to always display this screen when starting a 
Season, NO to skip these options in the future and go directly to the Season 
Team S elect screen from the Game S etup screen. 

-< r""§EASON TEAM SELECT SCREEN lir> 

Determine which teams are user-controlled. 

♦ To toggle user control ON/OFF for the current team, press X. You can control 
as many teams as you want; user-controlled teams are marked with a User 

stamp. 

♦ Press START to continue. The Season Team Schedule screen appears. 


SEASON TEAM SCHEDULE SCREEN 


Use this screen to play or simulate games throughout your team’s 
season and access the various Season screens. _ 

Season Stats: The various stat screens let you view stats and standings for the entire 
league. 

♦ To open the various stat screens, press •, then select the appropriate screen. 

Season Review; Review the Season in detail, from team vs. team matchup results to 
hot/cold streaks, team reports, and daily news reports. 

• Injuries: Review any injured players by team (available only if 
there are injured players). 

► Season Setup: Go to the Season Setup screen to modify the 

settings that can be changed after the Season begins. 

From here, you can access more screens (e.g., Options, 

Rules, Active Teams, etc.) by pressing •. 

> Rosters: Go to the Rosters screen (>* * p. 22). 


Player and Team awards are 
doled out after the Playoff 
completed following a 
Season. Play big, and you 
might just win one. 
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Memory Card: Save your current Season or load another saved series. 

Quit Season: Quit the Season in progress. 

Go To Playoffs: Go directly to the Playoffs, with the current standings determining 
Playoff seeding. (>- The NBA Playoffs below.) 


Current game 
teams, TV coverage, 
time, and score 
(if available) 


K—Simulate game 

•—Bring up 
Navigation overlay 
• for Season screens 



— Cycle through dates 

Cycle through 

— user-controlled team 
schedules 

Display user teams 

— only or all teams 


START —Play next game 



You can create your own playoff atmosphere any time you want in NBA Live 
98. Start with an NBA team in Season Play and try to make the Playoffs, or 
set up your own custom Playoffs as described below. 

When you start your first Playoffs, the Playoff Settings screen appears. This 
screen is similar to the Season Settings screen (>- p. 25), except that there 
are fewer options. When you continue, the Playoff Team Select screen 
appears. 
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\YOFF TEAM SELECT SCREEN, 


Select teams (including Custom teams) and user control options. 

♦ To toggle USER/CPU control for the current team, press K. You can control as 


many teams as you want. 

♦ To bring up the Navigation menu to switch conferences, press #. 

♦ Press START to continue. The NBA Playoffs screen appears. 



PLAYOFFS SCREEN 

The Playoffs screen initially shows the Western Conference matchups. The 
next matchup to be played is highlighted with a gold box (user-controlled 
teams are orange), and the current series standings appear next to the team 
names. As the Playoffs progress, winning teams advance toward the Finals. 


Playoff ranking 

#—Simulate next game 
(If no other user-controll¬ 
ed teams are present, all 
other current games are 
also simulated) 

•—Navigation menu 
(view stats, change 
options, make roster 
changes, save your 
Playoffs, or Quit) 


Playoff bracket and 
format 

* 

D-Button to cycle 
between brackets 

START—Play next game 
(Games involving user- 
controlled team(s) are 
played; other games are 
simulated) 


-< ^END OF GAME ^> 

After a Playoff game, the endgame screens appear as normal. Press START 
to continue, and The NBA Playoffs screen appears. Win/loss records for all 
teams are displayed next to the team names. 
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-< ENP OF ROUND S 

n If you win your round, your team advances to the next bracket to face a new 
opponent. 

□ If you lose a round, you return to The NBA Playoffs screen to see the final playoff 
’ results. Press START to return to the Game Setup screen. 

fi If you win it all, press any button to proceed to the Championship sequence. 



The goal of the 3 Point Shootout is to nail as many 3-pointers as possible within 
one minute. There are 5 racks of 5 balls spread around the 3-point arc. Each 
bucket counts for one point, except for the last ball in each rack—sink the 
‘bonus ball’, and you get two points. 

When you choose 3 POINT SHOOTOUT from the Game Setup screen the fol¬ 
lowing unique 3 Point options appear. 

Split Screen: When set to YES, two players shoot simultaneously on a split screen (great 
for head-to-head competition). When set to NO, players alternate. 

Players: Select 2-8 shooters. 

CPU Players: When set to SIMULATE, computer-controlled shooter results are simulated. 

fl The Player Setup screen appears next. Choose the players and CPU/PLAYER 
control (# to toggle), and then the contest begins. 



♦ To grab the next ball from the rack, press R1. 

♦ To shoot, press •. 

□ After your player shoots the fifth ball in each rack, he automatically moves to 
the next rack. 

3 Point Shootout C^29 ^ 






































□ 

□ 


After a round you can change player control and 
review scores. 

If more than two players enter the contest, multiple 
rounds are used to eliminate the shooters with the low¬ 
est scores at the end of each round. 



How long you hold • 
affects the shot's accuracy. 


At the end ot the contest, you have the option to PLAY AGAIN with the same 
player(s), return to the 3 Point Setup screen to SELECT NEW PLAYERS, or 

QUIT GAME. 



PROGRAMMING— Lead Programmer: 
Allan Johanson 

Programmers: Amory Wong, Brian 
Krause, Dorn Humphrey, David 
Bollo, Josh Brown, Robert White, 
Dave Gelbart, Ian Roy 
Tool and Library Support: Kurt Kennett 
Frank Barchard, Shane Alfreds, 
Dave Mercier, Gerry Shaw 
Audio Tool Support: lain Macanulty 
ART —Front End Lead Artist: 

Sebastiaan Reinarz 
Front End Art: Ashela Webb, Darren 
Sleno 

In-Game Lead Artist: Casey O’Brien 
In-Game Art: Adam Myhill, Allan So, 
Yvonne Vu 

Additional Art: Greg Allen, Daryl 
Anselmo, Kim Gill, Cindy Green, 
Eduardo Agostini, Scott Jackson, 
Sheila Allan 

VIDEO —Video Design, Editing, and 
Special Effects: David Laviolette 
Editing: Bill Morrison 
Compression: Mark Ricard 


Additional Art: Tony Cranfield-Rose 
PRODUCTION— Executive Producer: 
Sam Nelson 

Producer: Stanley Chow 
Associate Producer and Design: 

Tarmie Williams Jr. 

Assistant Producer and Design: 

Michael Klassen 

Additional Production: Ed Fletcher 
Development Director: Dan Scott 
Senior Development Director: Brian 
Wideen 

Production Assistant: Renata Antonie, 
Zoe Quinn 

Roster Consultant: Ted Murray 
MUSIC and SFX— Music Produced 
and Composed by Traz Damji 
Music Co-produced, Recorded, and 
Mixed by hiwatt marshall 
Orchestra: Tanya Hancheroff: Vocals, 
Marc Rogers: Electric and Acoustic 
Bass, Corey Phillips: Guitars, Vince 
Mai: Trumpet and Fugal Horn, Tom 
Keenlyside: Flute and Sax, Randall 
Stoll: ‘3 Point Shootout’ Drums, 


Saki Kaskas: Additional Guitar, 
Ralph Dyck: Additional Piano 
Music Mastered by: Graemme Brown 
Sound effects: Crispin Hands, Bart 
Gurr, and Traz 

Loops courtesy of Spectrasonics' 
Liquid Grooves 

SPEECH PRODUCTION— Play by Ray 
technical lead: Graemme Brown 
Play by Play speech editing: Angela 
Summerville, Bart Gurr, Aleksandar 
Zecevic, Devan Kraushar, 
Graemme Brown 

Arena Technical Lead: Crispin Hands 
Network Technical Lead: Steve Royea 
Arena Speech Editing: Crispin Hands, 
Jennifer Lewis, Graemme Brown 
Network Speech Editing: Steve Royea 
German Language Coordinator: Ralf 
Dieter 

German language editing done at SD 
Post, London, U.K., supervised by 
Ben Baird 

Additional German Language Speech 
Editing: Phil Gaborski 
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French Language Coordinator: David 
Lapp 

French language editing done at Studio 
Lotus Rose, Paris, France, super¬ 
vised by Jean-Luc Emmanuel 
Speech programming: David Bollo, Ken 
Lam, Robert White 
Esteemed Advisor, ‘Speechedrt’ pro¬ 
gramming and support: lain 
Macanulty 

ANNOUNCERS— Ray by Play Speech: 

Verne Lundquist 
Network Speech: Ernie Johnson 
Arena Speech: Al Murdoch 
FRONT END PLAYERS— Tim 
Hardaway, Larry Johnson, Joe 
Dumars, Mitch Richmond, Christian 
Laettner 

MOTION CAPTURE— Director and 
Lead Animator: Michael Vanaselja 
Motion Capture Shoot Supervisor & 
Animator: JJ Gonzales 
Manager, Motion Capture: Evan Marc 
Hirsch 

Motion Capture Senior Specialist: 

David Coleman 

Motion Capture Crew: Demian 

Gordon, Vince Ng, Peter Saumur, 
Andrea Donnelly, Daven Cobum, 
Susan Skerl-Cote 
Motion Capture Stunt Coordinator: 

Mike Crestejo 

Motion Capture Talent: Novell Thomas, 
Sean O'Brien, Vino Barnett 
(Sportsvisions), Tom Johnson 
(stunts) 


INTERNATIONAL DEVELOPMENT— 

Localization Producer: Marcus 
Lindblom 

Localization Manager-Europe: 
Dominique Goy 

German Localization—Localization 
Director: Bianca Normann 
Localization Staff: Dagmar Geller, Alexa 
Kortsch, Bettina Klos 
Testing/Translation: Michael Lothmann 
Speech Direction: RoK-Dieter Busch 
Speech Talent: Raff SchoH 
Recording Studio: Voss AG 
French Localization—Localization 
Director: Christine Jean 
Localization Staff: Sandra Reaper, 
Olivier Desanti 

Testing/Translation: Sylvain Caburrosso 
Speech Direction: David Lapp 
Speech Talent: Eric Besnard 
Recording Studio: La Marque Rose 
Spanish Localization—Localization 
Director: Julio Valladares 
Localization Staff: Luis Pines 
Testing/Translation: Antonio Lopez 
Italian Localization—Localization 
Director: Maria Ziino 
Localization—Gian Maria Battistini, 
Roberto Gandoffi 

Testing/Translation: Andrea Bemardoni 

QUALITY ASSURANCE— QA Lead: 
Craig Welbum, 

QA Assistant Leads: Justin Wiebe, 
Simon Burnett 

QA Testers: Rafael DeLeon Erana, Bill 
Person , Joseph Hung, Cameron 
MacKinnon, Brad Porteous, Colin 
Currie, Brandon Gill, Christopher 


Roussy, Doug Guest, Shaugn 
Robbins, Blake Johnston, Owen 
Louis, Cristian Isac, Alt Mehrassa, 
Josh Smillie, Thomas Singleton, 
Chet Skolos, Paul Rodgers, Duane 
Wadman 

QA Support: Steve Livaja, Shyang 
Kong 

QA Mastering: Peter Petkov, Cary 
Chao, Jeff Hutchinson 
QA Database: Bob Purewal, Randy 
Parmar 

MARKETING —Product Manager: 

Glenn Chin 
Marketing: Kirk Scott 
Public Relations: Kathy Frazier 
Documentation: David Lee 
Documentation Layout: James Hanley 
Package Art Direction: Nancy 
Waisanen 

Package Design: Oshiro Design 
Package Photography: Scott 
Cunningham/NBA Photos 
San Mateo QA: John Pemberton, Scott 
Slaby, Andy Young, Jeff 
“Playground Legend" Juco 
SPECIAL THANKS— Rob Macdonald, 
Kenny Wu, Nick Channon, Moira 
Dang, George Bass, Craig Barry, 
Robert Brown, Sherman Brown, 
Debbie Butt, Mark Coddington, 
Chris Eames, Michael Ellison, John 
Graves, Susan Holbert, Greg 
Lassen, Bob Levak, Nathan Leong, 
Tim Lewison, Dave Neubecker, 
Herb Rudoy, NBA Entertainment, 
NBA Photos, David Grant, Robert 
Brown, Tim Tschimer, TNT/TBS 
Sports, Terry Chui, Nenad Jankovic 


Credits 
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If you have warranty questions, you canalso contact Customer Warranty via e mail at cswarranty@ea.com or by P|**” 

TECHNICAL SUPORT—If you need technical assistance with this product, call us at (650) 578 0316 Monday through Friday 
8:30-11:45 AM or 1:00-^1:30 PM, Pacific Standard Time. 

EA Tech Support Fax: (650) 286-5080 
HOW TO REACH US ONUNE 

Internet E-mail World Wide Web: FTP: 

support@ea.com Access our Web Site at Access our FTP Site at Hp.ea.com 

http://www.ea.com 

// you live outside of the United States, you can contact one of our other offices. 

In Australia, contact: In the United Kingdom, contact. 

Electronic Arts Pty. Ltd. Electronic Arts Ltd. 

PO Box 432 P.O. Box 835 

SSr 4 “:S HOTUNE: ,902 26, 600 (95 cents per min.) CIS 7 days a 

week 10 AM-8 PM If you are under 18 years of age parental consent required. _ . . 
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Electronic Arts in the U.S and/or other countries. 

Software and documentation © 1997 Electronic Arts. All rights reserved. 
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